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THE PILOT 


Ihave been working at Gamereactor for 
six years now. Four E3 shows, three 
Games Conventions, a couple of ECTS, a 
couple of GDC's, plus well over 50 trips to 
see games at venues around the world 
from Shanghai, Amsterdam, Vancouver, 
Washington... the list goes on, But as 
Gamereactor planned to enter the 
international space after more than seven 
years on the Danish market, six years in 
Norway and Sweden, and soon a year in 
Finland, it felt like a fresh start for me on a 
personal level as well as a professional 
challenge. A lot has changed since 
Gamereactor started in Sweden, and 
Where once the paper edition was all that 
mattered, online was taken over the center 
stage. So as we move into this new 
territory it is only natural to focus on online 
content. 

This magazine in pdf-format is a taste 
of things to come as we expand our plans 
for the English language version of our 
website, Step by step, we will grow this 
part of Gamereactor just as we have 
grown the rest of this now rather large 
organisation, 

This first issue, is what | would like to 
call a pilot - a best of Gamereactor - 
where we have translated the most 
important content from the Danish, 
Finnish, Norwegian and Swedish August 
editions, A lot of the E3 coverage has 
been rewritten, but | would like to stress 
that this is only a preview of what is to 
come from us over the next six months. 

Another important part of Gamereactor 
is our video section, GRTV, where we 
bring you interviews and coverage on all 
the latest and greatest games. I’m just 
back from the smelly Leipziger Messe and 
Games Convention. There were not too 
many new games compared to E3, but 
House of the Dead: Overkill, Heavy Rain, 
Hearts of Iron 3, Risen were some of the 
new and interesting titles on display. We 
will have more from Leipzig in the next 
issue along with reviews of games like 
Star Wars: The Force Unleashed and 
Spore. Meanwhile, check out the website 
and GRTV... 


What is in the pilot? 


We partied with Blizzard in Paris, and visited a 


ghostly E3 in Los Angeles. 


28 MIRROR’S EDGE 


It’s time for a new kind of game heroine and Faith is girl to do it, 


We have taken Mirror's Edge for a spin... 


34 BLIZZARD IN PARIS 


Worldwide Invitational took place in Paris this summer and Kim 


tolls you all about it.. 


E3 PREVIEWS REVIEWS 


86E3 2988 


Thirteen pages of the best and most 
Interesting stuff from Los Angeles 


28 SKATE 2 


EA Black Box put the scare on Neversoft and the Tony Hawk last 


year, This year they kick it up a notch... 


48 SOUL CALIBUR 1V 


Welcome to the stage of history... again. We score the latest 
effort in the Soul series from Namco Bandai. 


Far Cry 2 40 Soul Calibur IV 


Resident Evil 5 41 Echochrome 
Fallout 3 42 Rockband 
Goars of War 2 Space Siago 
Left 4 Dead 
Sonic Unleashed 
Killzone 2 


Resistance 2 Facebreaker 


EDITORAN-CHIEF: Bengt Lemne 
(bengt lemne@gamereactor.se) 
ART DIRECTOR: Frederik Rossell 
(trederik@gamereactor.net) 
LAYOUT: Petter Hegevall 
(pstterhegevall@gamereactor.se) 


CONTRIBUTING IN THIS ISSUE: 
Henrie Bach (henric,bach@gamereactor.dk) 
‘Thomas Blichfelat 
(thomas.blichfeldt@gamereactor.dk) 

Nicolas Elmoe (nicolas.eimoe@gamereactor.dk) 
Petter Hegevall 
(petterhegevall@gamereactor.se) 

Jaakko Maaniemi (aakko@gamereactor:) 


Siren: Blood Curse 
Guitar Hero: On Tour 
Ferrari Challenge 


Jonas Maki (onas.maki@gamereactor.se) 
Asmus Neergaard 
(asmus_neergaard@hotmall.com) 

Jesper Nielsen 
(esper.nietsen@gamereactor.net) 

Jyri Paavilainen (yri@gamereactor.f) 
Thomas Tanggaard 
(thomas.tanggaard@gamereactor.net) 
Kim Visnes (kim@gamereactor.no) 


INTERNET www.gamereactornet 
ADVERTISING Morten Reichel 
(morten.reichel@gamereactornet) 
Bernt Erik Sandnes 
(bernt.sandnes@ gamereactor.no) 


1 FABLE 2 


All pictures and artworks from the games 
featured in the magazine are the property of 
the respective publisher (or developer), and 
may not be published without their consent. 


Feal free to quote us, but any misuse or 
Unlawful publishing of the copyrighted 
material of Gamereactor will be subject of 
legal action. if you have any questions or 
wish to have further clarification, please 
contact Bengt Lemne 

(bengt lerne@gamereactorse) 
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BB PLASTSTATIONS @ xBox 360 ss 


The director of Heavy 
Pain, David Cage, hae 0 
background in the music 

\ industry and Quantic 


Dream's first game was a 
collaboration with David 
Bowie called Omikron: 
The Nomad Soul, 


JUST A DEMO While the demo shown in Leipzig will not be featured in the full game, there will be about 60 interactive scenes in the game where the players actions will dictate the outcome and affect the overall story. 


Quantic Dream finally reveals Heavy Rain on PSS 


Platform PLAYSTATION 3 Developer GUANTIC DREAM Publisher SONY Genre ADVENTURE lease GY 2583 


he first solid details on Heavy Rain 
have been a long time coming. We 
first saw the game at E3 2006 as a 
tech demo showcasing the virtual actor and 
motion capture technology of developer 
Quantic Dream. In fact, the demo was first 
meant to be shown in the Atari booth, but 
was pulled in the last weeks leading up to. 
the event, and was only given a quiet corner 
of the Playstation 3 booth. It was later revea- 
led that Quantic Dream had signed an exclu- 
sive publishing deal with Sony and that Hea- 
vy Rain would only appear on Playstation 3. 
While Heavy Rain, can be said to be a 
spiritual successor to Fahrenheit in terms of 
overall vision and gameplay, there is no 


relation between the stories of the two 
games, At Games Convention in Leipzig we 
got to see the beautiful Madison as she was 
investigating a house that had links toa 


Risen from Pirahna Bytes 

The developers behind the popular RPG 
Gothic 3s sat to ratum with their own 
original RPG for PC called Rison that 
debuted at Games Convention in Leipzig. 
We expect big things. 


facing. The game also takes advantage of 
the Sixaxis controller in order to seemlessly 
blend conversations and movement in the 
game. As in Fahrenheit many of the more 


Madison's head is controlled with the left 


analogue stick and when you the right trigger 


she will move in the direction she is facing 


number of mysterious disappearances. The 
dense, dark atmosphere of the surroundings 
hints at a more mature and scary theme. 
Madison's head is controlled with the left 
analogue stick and when you push the right 
trigger she will move in the direction she is 


dramatic sequences will be played out with 
quick time events, where you have to press 


certain button in time in order to progress. 


Heavy Rain is planned for release late next 
year. 
_Bengt Lemne 


Final Fantasy Xill on Xbox 360 
Perhaps the biggest announcement from 
‘Microsoft at E3 was the fact that Final 
Fantasy Xill form Square Enix is no longer 
a Playstation 3 exclusive and will be 
released on the same date on Xbox 960 
‘and Playstation 3 in Europe and the 
United States, 


FAHRENHEIT 
Fahrenheit (Indigo Prop- 
heoy in the US) was the 
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‘Swedish siratogy experts Paradox Gears of War The Battle of Aspho Codemasters have teamed up with 
Interactive return to the second world = Fields is not a new game from Epic, French Asobo Studios to create 
war with Heart of Iron 3 later this yoar oe “s but the frat novel ina trlogy sot another four letter racing exporionco. 
onthe PC, The gamewill feature and ber before the events in the first game. Fuel is however very different from 
‘even more detailed map and over ‘The novel is written by Karen Traviss, Dirt and Grid as it feature a complet- 
40,000 provinces to gain control ove. x 1a who is pothaps best known forher ly open racing environment with all 
ineela Star Ware novel, kinds of urfacos and environments. 
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BRUTAL MERGER FOR 
DEVELOPERS 
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ALAN WAKE STILL ON THE WAY 


GRTU INTERVIEW 


David Cage on GRTV 


Be sure to catch our exclusive Interview with the director of Heavy Rain 
David Cage on GRTV. He talks at length about the development and how 
the game relates to Fahrenheit. He also talks about how the Industry has 
changed since he entered It a decade ago and how storytelling has 
become amuch more Important part of game development. 


MORE MOTION FOR THE WII-MOTE, 


SAM FISHER DELAYED 


NEW BATMAN GAME IN THE 
MAKING 


ANOTHER SHELLSHOCK 


"TURE All the animations in Heavy Rain have been individually motion captured for the specific scene. A painstaking labor for the 
at also doubles as a motion capture studio, 


Codemasters have announced not 
‘one, not two but three brand new 
Overlord games that are to be 
released naxt summer The sequal 
‘Overlord Il for PC, PS3 and Xbox 360 
a8 well as spin-offs for Nintendo DS 
and Wii 


GRINDHO! je 
‘and bodily fluc.” Sega's wonderful debut trailer 
for Overkill hows of the Grindhouse influences, 


HOUSE OF 
THE DEAD 
RETURNS 


The team behind Battalion 
Wars II brings back Sega’s 
classic light gun game 


Platform || Developer HEADSTRONG GAMES 
Publisher SEGA Genre ACTION Release 01 2889 


ega has been looking to 
revitalise some of its old, 
beloved franchises lately and 


next in line is House of the Dead. 
Headstrong Games, formerly known as 
Kuju London, whose last effort was 
Battalion Wars Il on Wii, pitched a new 
vision for the light gun game that took 
it's inspiration from the Grindhouse 
movies of the 60's and 70's that 
Tarantino and Rodriguez brought back in 
the public eye with their double feature 
last year, 

Building on the roots of the old on 
rails light gun action, Overkill is built 
from the ground up as a home console 


Overkill impressed us 
with its simple and 
proven gameplay 


experience, with longer playtime, a 
certain degree of camera movement and 
a few extra features that so far remain 
secret, 

In Leipzig Headstrong showed off a 
level called Carnival of Fun where Agent 
G and his new partner Detective 
Washington faced off against some 


zombified carnival freaks including a 


giant whose twin brother was growing 

out of his stomach. Overkill impressed 
with its simple and proven gameplay, 
lendid presentation and grainy visuals 


Hundreds of new games on display and not a booth babe to be seen. 

These days ES is all about the games and we have sorted out the most 

interesting ones in our feature... ; 
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‘GAMEREACTORS REPORT FROM THE WORLDS LARGEST GAMES EXPO IN LOS ANGELES. 


FAR CRY 2 


Take a trip to Africa with your buddies and pack 


your sniper rifle 


Platform Developer 
fyou were to see a trailer from Far Cry 
2without prior knowledge of what you 
were watching you would be hard 
pressed to tell that this is the sequel to one of 
the most celebrated shooters of recent years. A 
conscious choice from the new developer 
Ubisoft Montreal. 

The French publisher and the developer 
of the original game Crytek went separate ways 
after Far Cry and while Crytek went on to make 
Crysis with EA, Ubisoft took their time thinking 
of a concept for their sequel and handing some 
of their best talent in Montreal the challenge of 
recreating the success of the original. 

“What made Far Cry great? It wasn't Jack 


SIMILIAR TO STALKER THERE WILL ALSO BE SKIR- 
MISHES BETWEEN THE FACTIONS IN FAR CRY 2 


Carver, the story or the creatures”, says Clint 
Hocking, the creative director. “We felt it was 
the exotic and fresh environments and the 
sense of scale and freedom.” 

The latter has been maintained for the 
sequel, but to keep the environments fresh 
Ubisoft chose to relocate to Africa, The beau- 
tiful setting sun over the savannah is certainly 
something we haven't seen in many games 
before, 


Far Cry 2 was announced prior to 
‘Games Convention last year as a PC 
exclusive. Butwhen a team at Ubisoft 
Montreal managed to port the engine 
to both Playstation 3 and Xbox 360 the 
decision was made to make console 
versions as well. Fingers crossed it 
didn’t force the developer to make any 
compromises. 


Release 


Ubisoft haven't revealed much about the 
story so far and there is good reason for it. The 
story will be different depending on the choices 
the players make and depending on which 
“buddies” you choose to befriend in Africa. 
There are nine buddies in the game and they 
are integral to the mission system, but you also 
choose one of the buddies as your avatar, thus 
writing him out of the events in the story. 
Similar to Stalker there will also be 
skirmishes between the factions in Far Cry 2 
fully controlled by the artificial intelligence. An 
ideal situation for a field agent seeking infor- 
mation and not necessarilly looking for a head 
on confrontation with the enemy. Just looking 


+ iy 
MADWORLD 
All around me are familiar faces... 


Platform i! Developer Release 


black and white world where the only 

color is that of gushing blood. Atsushi 

Inaba and his team at Platinum Games 
have taken a page out of Frank Miller's Sin City 
for their first game, the humouros tour of 
violence Mad World. 

The gameplay of Mad World is simple 
enough. Using the environment and picking up 
weapons it is all about racking up points and 
building combos by executing the most bloody 
kills you can imagine. Decapitation by throwing 
someone In dumpster and closing the lid. 
Putting a sign post through the chest of your 
soon to be dead enemy. Mini-games have plag- 
ued many of the early games for Wii and Mad 
World will not be an exception. But the Mad 
World take on mini-games is slightly different 
than what you have seen in other Wii games or 
how about a game of human baseball darts? 
‘Send people flying with a bat onto a giant darts 
board. Sounds like a good night at the pub. 


See 
~ ao 


QUER STUDIOS 
‘Aiter oresting games like 
Viewtiful Joe, God Hand 
‘and Okami, Clover 
Studios was closed down 
by owner Capoom in late 
£2006, The majority of the 
talent went on to start 
working at a new com- 
pany Seeds, Inc that has 
now been renamed Plati= 
‘num Games, Most nota 
bly Atoushi Inaba (View- 
tifl Joe), Hideki Kamiya, 
(Resident Evil 2), and 
Shinji Mikami (Resident 
vi) work at the new 
studio, 


on and waiting for one weakened side to come 
out victorious or joining one of the side to make 
all the difference is your choice, But choose 
wisely as your actions will either give you an ally 
and new missions to complete or an enemy 
who might strike at you later on. 

Far Cry 2 might not be a traditional sequel 
in any sense of the word, but it certainly holds a 
lot of promise as it hopes evolve the genre even 
further. 
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PATAPON 2 


The war drum beats once again 
Platform: Developer Release: 

ne of few new PSP titles on show was 

the sequel to Sony's imaginative 

rhythmic strategy game Patapon. A 
few new ingredients have been added to the 
delightful mix such as wizardlike and flying units. 

The big news however is the brand new 

multiplayer mode which will allow up to 
four players to battle it out and 
measure their beats. Hopefully there 
will be a few more levels than last. 


I] 


RESIDENT EVIL 5 


Chris Redfield teams up with Sheva Alomar to fight the evils of Africa 
Pratiorn Developer °C" Release 
foun er 
oe eves 
ogee of han oh The 
simple idea of shoving 
EVIL FOR TWO fatty foods in to a bloted 
At E3 it was finally confir- monarch along with 31 
med that Chris Redfield will By other players is enter 
be joined by a new friend, taining for us and we look 
Shave Alay, atocal agent, freee ting pawn 
throughout the cours ot his Maooy ona terre 


One ofthe more relaxing 
F experiences at this year 
E3 came courteay of 
thatgamecompany and 
their next game Flower: 
v Not a sequel to Flow, but 
created in the same apirt 
of an almost zer-like 
‘gaming experience to 
quote someone we can 
quite remember 


nee 
PP | hr 


Entertainments next 
‘game, Alpha Protocol, ie 


It doesn't get much bigger than Africans Chris has slaughtered in the trailers. 
ae Resident Evil 5. And while it may at The big news at E3 was the co-operative 

first glance looks a lot like Resident mode, where Chris Redfield will team up with 
Evil 4 in that you can’t move and shoot at the the local field agent Sheva Alomar and the 
same time and the magical ability to break director Jun Takeuchi showed off some of the 
barrels with your knife, we really don't have any —_co-op functionality at Microsoft's press 
reason to complain. Resident Evil 4 was and still conference. In one section Chris would provide 
remains one of the most important milestones _ sniper cover for Sheva as she made her way 
in the genre, and it would be more surprising if _ through a horde of natives to make her way to a 
Capcom completely reinvented the concept locked door, Once opened Chris could join her 
‘once again. as they advanced through the dirty alleys of an Nbplivericd sree 

The biggest news is of course the setting. unnamed African town. . ; Lught us Twilight Princeos 

Three years after the events in the previous The good news continued as Capcom ee Fee 
game Chris Redfield has travelled to Africa to decided to cement a release date for the game. announcement at E3 was 
deal with the rumoured source of the outbreak. On March 13, evil will once again make its way Preteen 
Capcom has been subject to criticism for that on to our television set or rather our HD 2 fun to play we car-not 
choice and especially the amount of infected displays and we can hardly wait. a ieee ened 


EMPIRE: TOTAL WAR 


Rough seas and bloody battles 


Platform PC Developer THE CREATIVE ASSEMBLY Release 6. FEBRUARY 2009 


‘pamul 


combining the best and most acces- and gunpowder, not only are the cannon salvos 
& sible large scale real time strategy tracked and reacting with units and ships 


battles with a deep and involving turn 
based strategy game the Total War series has 
won a lot of fans during the last decade. 

Empire brings to brand new concepts to the 
series. First and most notably it will features 
naval battle and with the same attention to 
details it looks like some of the most realistic 
naval battles ever seen. The second big 
difference comes with the introduction of bullets 


individually, but on land every single bullet shot 
by the thousands of soldiers on the battlefield 
are tracked. This means your soldiers will not 
only get dirty from the mud, but also bleed in all 
the appropiate spots. The attention to detail is 
mindblowing and with a proven track record of 
the developer bodes well. Expect us to spend a 
few all nighters with this one when it lands in 
February next year. 


FALLOUT 3 


(GAMEREACTORS REPORT FROM THE WORLDS LARGEST GAMES EXPO IN LOS ANGELES. 


Bethesda reinvents one of the finest role playing games ever 


Platform X360/PS3/PC Developer BETHESDA Release 9, OCTOBER 


fter establishing itself as one of the 

best RPG series with the first two 

games things have been all downhill 
for the Fallout series. As Bethesda Softworks, 
creators of the Elder Scrolls series, picked up 
the license, everyone knew changes were 
coming. The general outcry from Fallout fans as 
the game was revealed was “Oblivion with 
guns”, and there is some truth in that. The 
perspective is now either first person or third 
person, and the action is either in real-time or 
paused with the VA.TS: system (Vatilt-Tec 
Assisted Targeting System), not the isometric » 
lew and tur-based from the first two Games. 


However, apart from diehard fanbase of the 
Fallout games, this will be good news for every- 
cone else, as Fallout 3 looks to improve on The 
Elder Scrolls IV: Oblivion in almost every area, 
from combat, to story, characters and dialogue, 
and perhaps most importantly less reliance on 
level scaling. 

The E3 demo starts out when your charac- 
ter is 18 years old and standing in front of the 
large door separating vault 101 from the outside 

thalf hour or 80 of, 


dats last game The Elder 
Soralls IV: Oblivion. How= 
ever, this has allowed Be- 
thesda to craft more cha- 
racter and personality into 


Once outside | make my way to the small 
deserted suburban town of Springvale. 
Everything, is brown, grey and in decay. | find 
supplies in a letter box, and encounter no real 
resistance until | reach the first real town in 
Fallout 3 ~ Megaton. 

While | was playing the game Bethesda’s 
stand was visited by Feargus Urquhart of 
Obisidian Entertainment, who headed up Black 
Isle Studios, back when the first two Fallout 
games were produced, The executive producer 
Todd Howard gave him a presentation, and from 
adistance he seemed happy with what Bethes- 
da are doing to the franchise he helped to build. 
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‘GAMEREACTORS REPORT FROM THE WORLDS LARGEST GAMES EXPO IN LOS ANGELES. 


GEARS OF WAR 2 


The Locust horde are back and in greater numbers. Mount your 


Brumak and take out your Lancer - this time it’s personal 


Platform Developer Release 


igger, better and more badass.” The b- 
words are plentiful when Cliff 
Bleszinski, the lead designer formally 
known as Cliffy B, tells us why we should get 
excited about the sequel to one of the best 
games of 2006, It's hard to disagree after what 
we have seen and tried so far, November cannot 
come soon enough. 

Gears of War 2 took center stage at 
Microsoft press conference, despite 
competition from Fable Il, Fallout 3 and 
Resident Evil 5, Gears of War 2 seems so 
overflowing with action, violence, fire and 
explosions that directors like James Cameron 
and Michael Bay look like ballet choreographers 
in comparison. Not that there is anything wrong 
with ballet... 

While the game has been kicked up to a 
previously unseen level in Unreal Engine 3.0 
when it comes to scale and amount of enemies 
on screen, the intense atmosphere of close 
quarters combat has been maintained for the 
sequel, The key is to get the drop on the 
Locust, flank them and make good use of 
covers, much like in the first game. However, 
the term cover has been expanded to include 
living covers such as Locust drones and the 
new shield that some members of the horde are 
carrying. The Locust have no sympathies for 
their fellow soldier, and shoot right at your 
makeshift Locust cover so while it provides 
some shielding, they won't drop their guns to 
save their comrade, 

Eventhough most people agree that Gears 
of War was a great game it had it flaws, and 
Epic have taken the criticism to heart when 
creating the sequel. The length of the campaign 
and the forgettable story are two areas where 
Epic are trying to better themselves. Don't 
expect Gears of War 2 to be an epic 20 hour 
romp from start to finish, but it should take 
slightly longer to complete than the first game, 

The story will introduce a few new 
characters such as Dizzy and Tai, two new 
additions to the C.0.G. troops and chairman 
Prescott, the military dictator who leads 
humanity's last stand on Sera, The story will 
also delve in to the personal tragedy of Marcus’ 
sidekick, Dominic Santiago, whose wife Maria 
disappeared after their children were Killed on 
emergence day. A big chunk of the story will 


deal with Dom’s attempt to find his lost wife. 
Bleszinski puts it this way: 

“The story of the first one was pretty bare 
bones summer blockbuster, It was kind of like 
‘Armageddon where they just had to blow up 
the asteroid. Find map data, and send the 
bomb into the hole, In Gears 2 you have to 
essentially find out what is sinking these entire 
cities that humanity has and you have to figure 
a way to stop whatever it is. As well as 
potentially finding the Locust homeworld and 
striking back at the heart of the Locust.” 

The Locust horde have a new members 
since we last met them, ranging from the size of 
a sheepdog to a greyhound bus, and the action 
is likely drain our adrenaline glands. Something 
as simple and basic as a machine gun set 
piece, is taken to the next level as Marcus 
starts to mow down a Brumak and dozens of 
drones. Instead of letting us have a breather 
with a static set piece, the building collapses 
and we are forced tackle them from a whole 
new angle as we take a horizontal elevator ride 
taking shots at every drone we see. The demo 
ends up with Marcus and Dom standing next to 
the Brumak that now lacks it Locust rider, 

"We'll ride it. If they can, so can wel” 

Marcus remains a man of few words, but 
we like the way he thinks. The Brumak may 
have been perceived as just another monster, 
part of the horde, but they are in fact more like 
horses to the Locust. Or maybe more like a 30 
foot bronco with giant sharp teeth. 

Cliff Bleszinski had every reason to be 
pleased at this year's E3, Gears of War 2 was 
one of the most talked about games of the 
show and the main attraction in Microsoft's 
booth, despite stiff competition from Fable II 
and Halo Wars. The multiplayer in Gears of War 
was something of an afterthought, but Epic stil 
managed to make it special enough for us to 
stil play it every now and then, 

“I think people come to the game for the 
graphics and the story, the stay for the 
gameplay and the replayability of the 
multiplayer.” 

There will be plenty of multiplayer modes in 
Gears of War 2 to keep us occupied and at E3 
Epic revealed Horde mode. It basically lets five 
players face wave after wave of Locust aiming 
to survive and score as many kills as possible. 


A GROWING HORDE 
{you thought the 
Berserker was the most 
‘gruesome part of the 
locust horde you are in for 

surprise. Some of the 

»w enemies can best be 
likened to the trol from 
The Fellowship of the 
Ring, both in regards to 
‘appearance and their 

jreasive nature. Above 
is one euch example; the 
Butcher. Xbox 960 
‘owners will be able to 
interact with the Brumak 
forthe fr time, not just 
fighting it, but also riding 
it yourself. The Reaver 
‘alo retums in a version 
that looks like its been 
stolen from the Mati: 
trilogy. 


_— 


WAR IS BEAUTIFUL 

The locust may be ugly as sin 
and the wor tom landscape 
‘may leave a tear in the comer 
Of your eye, but there is no 
denying the beauty of Epic's: 
creation, 


DARK VOID 


Action 


Platform Developer Release 


idden away next to the downloadable games 

in a corner of Capcom's impressive booth was 

the first game from Airtight Games - Dark 
Void. While perhaps not as impressive as Bionic 
Commando at first glance or as rich in heritage as 
Resident Evil 5 or Street Fighter IV, Dark Void certainly 
brings it own strengths and could very well be a sleeper 
hit when it releases early next year. 


m the makers of Crimson Skies 


Airtight Games was founded by several members 
of the team that created Crimson Skies: High Road to 
Revenge for Xbox and that is easy to see when looking 
at Dark Void. Armed with a jetpac and the ability to 
hijack enemy vessels this shooter takes place both on 
the ground and in the air. But perhaps the most 
interesting part is the zero gravitation, just as in Dead 
Space, but a distinctly different take on it, 


TOMB RAIDER 
UNDERWORLD 


Lara takes a dive 


Platform 
Release 


Developer 


he E3 demo of Tomb Raider: 
Underworld showed off the first 
mission of the game where Lara Croft 
chases after a great treasure her late father 
was pursuing before his death. The mission set 
in the Mediterranean Sea sees Lara dive deep 


below the surface to uncover the secrets on the 


ocean floor. The demo showcased to new 
features, firstly she now has a scuba gear 
and there is no need to chase bubbles or air 
pockets, and secondly a new sonar allows 
Lara to create a 3D map of her immediate 
surroundings providing her clues as to 
where to go next. 

Struggling publisher Eidos is banking on a 
success with Tomb Raider: Underworld and 
although the series has been resurrected after 
Crystal Dynamics took over from the original 
developer Core Design it is up in the air 
whether Tomb Raider still has what it takes to 
compete with the best in a busy holiday 
season. The behind closed doors demo also 
revealed some glitches and collision issues 
Crystal Dynamics needs to sort out before 
November. This could be Lara's greatest 
adventure in many years, but she could end up 
with yet another belly-flop for our favorite 
female adventurer 


Platform Developer Release 


ill the promises of Project Ego that 
tumed into the entertaining but 
slightly disappointing Fable finally be 

realised with Fable 2? It remains to be seen, 

but Peter Molyneux have kept the cards closer 
to his chest this time without his usual 
overinflated words. Well, he still claims it will be 
the best action role playing game ever, but that, 
is to be expected. 


‘At E3 we were given a short half hour to 
try out a few bitsized pieces of Fable 2, most 

notably the start where you either as a boy or 
a girl get acquinted with your dog, learn about 


Can Lionhead finally deliever all their promises? 


‘The combat in Fable 2 has been 
reworked and simplified. One 
‘button for swinging your sword, 
‘one for magic and one for your 
‘guns. Despite this the combat 
offers a great deal of depth. 


the much larger Bowerstone 500 years after 
the first game and gets whisked away to a 
large castle where the next stage of your 
adventures start, There was also a section 
where you got a chance to try the simple and 
intuitive combat system. One button for each 
action sounds overly simplistic, but when all 
your moves are contextual in relation to your 
enemies and your last action, the full depth of 


FABLE 2 IS DEFINITIVELY ONE OF OUR 
MOST ANTICIPATED GAMES OVER 
THE NEXT FEW MONTHS 


the combat is revealed. Fable 2 is definitively 
one of our most anticipated games over the 
next few months and hopefully it will deliever 
all the promise of Project Ego. 


BANJO-KAZOOIE: NUTS & BOLTS 


A bear and nutty bird in a hotrod 


Platform XBOX 360 Developer RARE Release 04 2008 


aybe we are just getting old, but itis 
M hard to believe it has already been 

eight years since Rare’s dynamic duo 
last were seen in a major release (sorry, but 
handheld games don't count). Banjo and 
Joanna Dark must have been the major rea- 
sons for Microsoft splashing the cash on Rare 
back in 2002 and so far they have little to show 
for the $377 million the company cost them. 

‘And while we don't measure a developers 

worth in the amount of game they manage to 
sell, but rather on the quality of the titles they 
put out, there is no denying Rare is a far cry 
from their the glory days on Super Nintendo 
and Nintendo 64. Will the old brand Rare magic 


retumn with Nuts & Bolts? The answer from 
what we have seen and played so far is a 
resounding yes, but the most impressive part 
of the game is something entirely new. 

The vehicles you can build and design in 
the game provide almost limitless possibilities. 
Initially rumours said that Rare was creating a 
racing game, but that is not the truth. Nuts & 
Bolts is an action adventure with familiar plat- 
form sections as well as puzzles to solve, but 
the vehicles play a central role this time around 
and are said to make up a major chunk of the 
gameplay. The new ideas and wonderfully 
colorful world of Banjo have us dreaming of a 
retum to the good old days for Rare. 


LEFT 4 DEAD 


More than Counter-Strike 
with zombies 


Platform Developer Release 


he promising PC titles at E3 were few 
and far between, but Left 4 Dead 
certainly qualified as one of the most 


exciting upcoming games regardless of 
platform. 

“We worked on Counter-Strike for four or 
five years, and that's the roots of this game. We 
. ’ < want this to be a game where you just say 

“hey, let’s play some Left 4 Dead” get together 


= with your buddies, pick your favorite campaign 

. and go. And it’s fun the millionth time you play 

- Po . that, says Michael Booth founder of Turtle Rock 

4.4, B a Studios, that were bought up by Valve earlier 
a i 4 this year. 
PLAYSTATION 3 

a , Amarante QE T'S FUN THE MILLIONTH 

. 


Vat rth cigs PS TIME YOU PLAY THAT” 


version of The Orange Box they 
‘may be playing it safe this time. While Counter-Strike may be the roots of 


Left 4 Dead it has evolved to something much 
bigger. And even though Gabe Newell, Valve's 
head honcho, almost turned us off the game 
with his dry and academical presentation at 
EA\s press conference at the Orpheum Theatre, 
there is little reason for concern when it comes 
to the gameplay that is on offer, And the flying 
zombie guts ensure that the game won't be 
anywhere near as dry. 

One of the major talking points has been 
the adaptable artificial intelligence, the director, 
that takes into consideration your action, 
abilities, your status in terms of equipment and 
then shapes the zombie encounters. But it also 
dictates things like music, the lighting and just 
about everything that sets the mood of the 
game. This is what will give the game almost 
infinite replayabilty, if everything works out 
according to plan. 


‘ALL ABOUT PHYSICS Sucker Punch are stil secretive about their next game, but they have been able to deal with the transition from PS2 to PS3 well. The 
‘amazing physics that are put into effect, when you start throwing your powers around is clear evidence of that. 


Fame is overrated, super 
powers are not 


Platform, Developer 
Release 


he days when big, open game worlds > e 
T ‘were enough to impress gamers are 
gone. Size matter does not matter, it 
what you are able to do with it. This is some- 
thing the makers of the Sly Raccoon (Sly 
Cooper in the States) games, Sucker Punch are 
fully aware of with their first entry into the im- 
mensely popular free roaming action genre. 
During the Infamous “breakout session” 
behind closed doors it soon becomes apparent 
why Sucker Punch chose to situate the story of 
Cole and his fight against the powers that 
control Empire City in an open ended setting. 
Cole has the ability to send out electricity from 
his body and possesses remarkable acrobatic 
skills rivaling the elite among parkour 
practitioners. There is still plenty of time for 
Sucker Punch to fine tune what already looks 
like an interesting take on genre and a breath 
of fresh air. 


Rare har indi videre ikke hat 
den store succes efter de 
blev opkobt af Microsoft, 
men maske kan Banjo- 
Kazoole aendre pa dette? 


Can the speedy hedgehog bounce back? 


Platform Developer Release 
tis always sad to see old friends who 
have taken a wrong turn in life. We 
grew up together, shared a childhood 
and now they are just barely surviving, stuck in 
a lousy job, addicted to some thing or another 
or perhaps suffering the effects of a relationship 
turned sour. It makes you think back to those 
rosetinted childhood years when everything was 
ice cream, pancakes and games, 
Sonic is just that kind of friend, Battered 
by executives at Sega and 
tormented by a string a 
terrible games, the once 
proud and cocky hedgehog 
now resembles roadkill lying 
on the side of the road. Not 
only did Sega soil his name 
with that gunslinging 
shady copy, but they 
actually used the title 
of his beloved debut 
for a game that cannot 
be described as 
anything more than 
utter rubbish. 
When a 
presentation starts 
of with a disclaimer it is 
usually a bad sign. “Issues 
with the framerate that won't be 


there in the final product”. Let's trust Sega on 
this, eventhough its hard after the last few 
Sonic disappointments. 

The new “Hedgehog engine” has been in 
the works for the last three years. It blends the 
3D action we have grown accustomed to since 
Sonic Adventure with 2D sections where the 
camera moves to side to allow Sonic the kind of 
fastmoving loops we fell in love with almost 
twenty years ago. Apart from the slowdowns it 
looks fun and the sunny Mykonos level, inspired 
by the Greek island, fills me with a glimmer of 
hope. 

That is when everything takes a turn for the 
worse. Darkness falls over Mykonos and our 
friend the hedgehog turns into a “werehog’. 
Bigger, stronger, slower and with extending 
arms Sonic the Werehog will fight off more 
enemies and negotiate slower platforming 
sections at night time. | hate to sound negative, 
but it did not look remotely as much fun as 
running 330 mph in the sun. Maybe Sega 
should have gone with a more proven method 
for dealing with involountary werewolf 
tendencies and locked Sonic in a cage when 
the full moon is out. Or maybe I’m just being 
overly pessimistic. Sonic Unleashed holds more 
promise than the last few Sonic games and 
hopefully Sonic Team still have what it takes to 
make Sonic shine. 
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FINAL FANTASY HIT 


DEAD SPACE 


Part Alien, part Resident 
Evil 


Developer (/\ Release 


one can you scream in space, but 
they can sure see your blood splatter 
as you limbs are severed with mining 
equipment. The vast planet cracker class 
space ship USG Ishimura does not respond to 
communications and engineer Isaac Clarke 
and his colleagues are sent out to help with 
the assumed technical problems, 
The technical problems are however more on 
the biological side as the crew of the giant 
space ship have been transformed into some 
sort of space zombies called necromorphs. 
‘Armed with mining equipment Isaac will have 
to survive and solve the mystery behind the 
infection before it spreads even further. At E3 
we got to see some of the benefits of the 
mining equipment and the tactical dismem- 
berment, which is the main com-ponent of 
gameplay. As the crew tried to fend of the 
necromorphs part of the hull was breached 
and Isaac will have to put on his pressurised 
suit and magnetic boots to makes his way to 
the root of the problem. 


LITTLE BIG PLANET 


The great casual hope 


Platform 


Developer: 


ony and powerpoint presentations at 

E3 are like milk and cookies. So 

imagine the shock when there were 
none at this year's press conference. Instead, 
Sony had asked Media Molecule to create a 
level for them in Little Big Planet containing all 
the numbers they needed to persuade us they 
are still on top of things. And regardless of 
what you might think of the numbers, Little Big 
Planet is sure to put a smile on your face. 

With a planned release in October and an 
open beta in September Little Big Planet looks 
like the most important weapon in Sony's 
arsenal to break the hold Nintendo has on the 
casual market. 


KILLZONE 2 


The most hyped game on the planet continues to impress 


Platform PS3 Developer GUERILLA GAMES Publisher SOMY Release FEBRUARY 2009 


‘The weapons lack some of the weight of the 
‘weapons from the fst game. But there is stil time to sort it out. 


ittle over three years has passed since 
the famous Killzone 2 trailer shocked 
the gaming world as Sony showed 
Playstation 3 for the first time at E3 2005. While 
it was prerendered and of little relevance to how 
powerful the hardware is,Guerrilla Games will be 
quick to point out the concept of the seemless 


NITED WE STAND: 
In Kizone 2 you won't get far 
‘without your fellow solders. It 
always pays to revive your 
fallen comrades, 


science fiction shooter. 


Whether or not Sony are correct in giving 
Resistance 2 priority is stil an open question. 
Guerrilla Games showed off a new single player 


introduction to the battlefield has been 
maintained. And the old Killzone 2 trailer 
probably did more to elevate the franchise than 
the first game managed since it was largely 
ignored by gamers in the States. 

‘An despite all the early hype it was very evident 
at E3 that Killzone 2 has taken a backseat to 
Resistance 2, Not only has Killzone 2 been pushed 
to the first quarter of 2009 to make space for 
Resistance 2 this fall, but it just seems as though 
Sony has lost some confidence in the Dutch 


level and also revealed new details on the 
multiplayer component, A major trend in multiplayer 
is the inclusion of levels and unlockables as well as 
massive clan support. There are six badges or 
classes to unlock such as engineer, medic, assault, 
and saboteur. Each have a primary ability, such as 
healing for a medic, and as you eam experience 
you unlock a secondary abilities, But the most 
interesting part of this is the ability to merge 
badges or classes, Imagine for instance the ability 
to bring your comrades back to life as a medic, 
backtracking and flanking your enemy and taking 
them out with your assualt kit. It certainly sounds 
like an ever changing battlefield and promising 
battlefield. Up to 92 players will be able to play 
against each other on a map, and there will be 
support for up clan tournaments with up to 256 
clans competing and putting their “valor points” on 
the line, 

We have been waiting a long time for Killzone 
2, and the pressure is on for Guerrila Games, 
Anything except a briliant game and there will be a 
tremendous backlash, but from what we have seen 
and experienced so far there is every reason to 
believe in the ability of the Dutch outfit. It will 
definitively be interesting to see, which of Killzone 
2, Resistance 2 and Call of Duty: World at War 
becomes the most popular game online. The safe 
money is on the latter two, but Killzone 2 looks like 
a serious contender to the online crown, 


4 ANIMAL CROSSING: CITY FOLK 


Invite your friends to your village or take the bus to the city 


RELAX Unlike most games we play there is no need to hurry when playing Animal Crossing. 
Do whatever you want at your pace and enjoy a break from your everyday worries. 


Platform Wii Developer 


intendo opened up their press 
conference at E3 by showing the next 


iteration of the immensely popular 


Publisher Release 


Animal Crossing franchise. Animal Crossing is 
one of those games that are almost impossible 
to explain with mere words, it needs to be 
experienced and win you over with its charm. 
City Folk is no exception 

Instead of completely reinventing the concept, 


Nintendo have chosen to maintain most things as 
they were, but there are also many additions to the 
lovely, sleepy village well worth retuming for. 

The most exciting news is without a doubt the 


addition of multiplayer, where several players can 
visit the same village simultaneously. The addition 
of Wii Speak is meant to let, not just the person 
playing, but the whole living room participate in the 
experience. A novel idea, but unwanted back- 
ground noise from the TV could well spoil the 
intention, 

Another big addition to the Animal Ci 
that you can now take the bus to the city, with 
plenty of shops to spend their hard enough cash on 
for those who can afford it. There will also be an 
auction house where you can offload unwanted 
items... 


(GAMEREACTORS REPORT FROM THE WORLDS LARGEST GAMES EXPO IN LOS ANGELES. 


LOCO ROCO 2 


Tilt the world to save it! 


Platform (5° Developer 50/1 Release 


‘ome things are just too cute to resist 

and ever since the first game was 

released the wonderful main theme 
has been a contast on our MP3 players. The 
brilliant colors, the cute characters and the 
simple gameplay, where you just tilt the world 
from side to side, was a winner, and the 
prospect of returning to beat down the evil 
Moja Troops. The Moja Troops have learnt to 
sing themselves this time around, but they 
won't be the only enemies you encounter in 
Loco Roco 2. We look forward to finding more 
of the small, blue Mui Mui men, 


KOKORECCHO 
PIENTORA MANIMANI 
UNGARAFOCCHARA 


The first game got glowing reviews, and 
the yellow Loco Roco became something of a 
mascot for the PSP. In addition to the cheerful 
graphics, offered the game also feature the 
chance to use small unlockable items to build 
a level out of your home, We hope for even 
more creative options in the sequel, though 
nothing has been said yet. The short but 
sweet downloadable LocoRoco Cocoreccho 
for Playstation 3 only managed to wet our 
appetites. Sing along: Kokoreccho pientora 
manimani ungarafoccharal 


CRYSIS 
WARHEAD 


Another rumble in the 


jungle as Psycho steps up 
Platform P'° Developer 715K Release 


g espite sluggish sales of the original, 
famously attributed to the huge 
number of pirated copies 

downloaded online, Crytek is preparing a 
sequel for release late in the year, 

Once again we will fight our way through 
the lush jungles, but this time as Sergeant 
Sykes, better known as Psycho. Crysis 
Warhead could be enjoyed at the miniscule 
showfloor at E3 where you could get hands on 
with the new vehicles and weapons. Mor 
focuse has been put on planes and advance- 
ment made in the already impressive engine 
now allow for four times the amount of 
enemies on screen. In addition to the new 
campaign there will also be new modes and 
features in the multiplayer. 


§g8 THE LAST REMNANT 


Square Enix finally take the generational leap later this year 


The Last Remnant was originally planned! as a simultaneous release on al three platforms, but PC and PS3 


owners will now have to wait until next year, 


espite earning the title of the most 
prolific RPG publisher in the world, 
‘Square Enix have been slow to 
embrace the new hardware generation. Perhaps 
it's only natural considering the lengthy 
development cycles for role playing games, but 
the fact that Square Enix chose to use Epic's 
Unreal Engine 3.0 for their first real effort on 
Playstation 3 and Xbox 360 goes to show that 
they have struggled in the transition. 
Earlier this summer it was revealed that 
Microsoft had secured a timed exclusivity on 
The Last Remnant, and perhaps this will be the 


straight forward Japanese approach as the 
main character 18 years old Rush Sykes, a 
swordsman who gets sucked into the world 
events as he sets out to rescue his younger 
sister. 

The combat is also traditional Japanese 
and turn-based, but there is a twist in the shape 
of quick time events where the player is forced 
to react quickly. Another interesting component 
is the morale bar that has a profound effect on 
the combat. There are no random encounters in 
The Last Remnant, which is a welcome change 
from the mold of a Japanese RPG, 


THERE ARE NO RANDOM ENCOUNTERS 
IN THE LAST REMNANT, WHICH IS A 
WELCOME CHANGE FROM THE MOLD 


RPG that helps Microsoft avoid complete 
humiliation in Japan. 

The races in the world in which The Last 
Remnant takes place rely heavenliy of the 
artifacts left by an ancient civilisation, These 
remnants of ancient technology and magic have 
been the cause of many wars and conflict 
between the races. The story has a fairly 


The Last Remnant is meant to be the first 
game of a planned trilogy and although the little 
we have seen so far has been impressive it is 
hard to see at this stage what will set the game 
apart from others in the genre, This game will 
live or die depending on the strength of the 
story, but at least we have faith in Yusuke 
Naora's (Final Fantasy Vil) art direction. 


4 


N Ht there was one thing Crysis did better than mos other games in the genre, it was the experience of being the main character of a Hollywood movie. 
With massive explosions, many weapons and science fiction theme Crysis Warhead aims to repeat. 


LOOKS ARENT 
EVERYTHING 
We remain somewhat 
unimpressed by the 
‘enemy design in the 
Resistance universe, 
but the level of detail 


1s very impressive. 


RESISTANCE 2 


The virus consumes Nathan Hale as North America is invaded _p 


Developer Release 


y name is Nathan Hale. | have nineteen 
hours left to live, And this is how it 
begins.” 

The trailers that Insomniac Games and 
Sony have released so far for Resistance 2 are 
oozing of atmosphere. Nathan Hale's ominous 
voice sends the message that Resistance 2 is 
not to be taken lightly this fall. 

The sequel to the launch title Resistance: 

Fall of Man, picks up a couple of years after the 

events of the first game, the space in between 

will be filled by Sony Bend's PSP title 


great multiplayer component, Resistance found 
itself in the shadow of Gears of War. The 
weapons seemed to lack a bit of wait, which 
could be partly attributed to the lack of rumble 
in the Sixaxis controller. We were, however, 
interested in the story of the lone American and 
his British brothers in arms. The Chimera virus, 
that originally spread during the 30's in the 
Soviet Union, prevented World War Il from 
starting in this alternative history. Instead of the 
great war and the subsequent cold war, 
mankind is forced to fight for their survival 


THE LEVIATHAN IS ONE OF THE BIGGEST 
ENEMIES WE HAVE SEEN IN THE GENRE 


Resistance: Retribution. Nathan Hale the lone 
American soldier who was instrumental in the 
defense of the British Isles, now finds himself as 
part of the Sentinels, a group of soldiers 
resistant to the Chimera virus as they 
desperately seek to stop a massive Chimeran 
invasion of North America. 

While the original was a solid game, with a 


against an overwhelming foe. 

As the Sentinels can resist the virus they 
are the last hope for humanity, but the state- 
ment from the trailers seem to suggest Nathan 
will also have a personal struggle against the 
virus. One that he may very well loose at the 
end of the game. 

At E3 Insomniac showed of a new giant 


‘Alter the decision to 
make a bitesized down- 
loadable sequel for the 
Jateat Ratchet & Clank 
‘game, there has been 
‘speculation that there 
might be a future down 
loadable expansion of 
Resistance 2. 


variety of the Chimera, the Leviathan, bred for 
years in the Chimera occupied Chicago area, 
Rivaling the size of the sky scrapers surrounding 
him, the Leviathan is one of the biggest enemies 
we have seen in the genre. 

Development of Resistance 2 is keeping 
most of Insomniac Games busy as one team 
focus on the multiplayer, one team works on the 
separate co-operative campaign for up to eight 
players online and finally one team that is 
responsible for the single player campaign. 
Resistance 2 promises to build on everything in 
the original, and the 60 player death matches 
will hopefully keep us busy well into next year. 
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A PERFECT SOCIETY 


One man's dream is another's nightmare 


The city in which Mirror’s Edge takes place has managed to overcome: 
many of the common metropolitan problems. Air pollution and traffic 
jams were eliminated by raising taxes and forcing vehicles off the 
stroots, Riots and other disturbances were ended through the use of 
police force, People are healthier, but tobacco is deemed a hard drug, 
Most of the people succumbed to change, but others find the city 
dead and oppressing. Any dissidents wanting personal freedom are 
considered criminals. Mail and electronic communication are monitored. 
The only way to communicate without the authorities knowing is to uso 
runners like Faith, who transport sensitive messages and goods via the 
rooftops, where the police can't catch them. 


‘A few simple yet effective aspects of the 
game help to make it feel surprisingly realistic. 
Faith's hands are visible on the screen more 
often than not, and whenever her eyes wander 
downwards, you can also see her legs and 
torso, Faith loses her breath and grunts with 
exertion. None of these effects are new, but 


surprise, however, is that it also feels right. 
Digital Iltusions has taken full advantage of 
Faith's skill set in the level design of Mirror's 
Edge. During her adventure, Faith is taken from 
the rooftops of neo-metropolitan skyscrapers 
to concrete water-power stations, to building 
sites filled with stacks of containers. All these 
venues have two things in common: huge 
differences in altitude and unexpected routes 
through them. Mirror's Edge takes the player 
over, under, across and through all those fences, 
crates, walls and crevices that other first-person 
games use to mark the boundaries of the 
playing area. If it looks like you can grab it, you 
can, and what you can grab, you can climb. A 
fall of less than thirty feet won't kill you, at least 
if you manage to tumble out of it. Sliding under 
pipes and other obstacles is possible if there 
is enough space. With a decent amount of 
speed, Faith could reach the Olympic long jump 
podium. The freedom of movement in Mirror's 
Edge is the polar opposite of FPS games that 
require the player to accept the fact that their 
character simply cannot work his way onto a 
three-foot loading dock, or that a six-foot mesh 
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FAITH IS TAHEN FROM ROOFTOPS 


TO WATER-POWER STATIONS, TO 
CONTAINER-FILLED BUILDING SITES 


Digital Illusions have obviously paid a lot of 
attention to them in Mirror's Edge. Small shifts 
of the screen help create the feeling of accel- 
eration, and during a tumble the screen rolls 
around like you'd expect. A sprinting jump high 
up over an alley causes the player to hold their 
breath, and when Faith grabs on to a drainpipe 


wire fence is an insurmountable obstruction. 


NOT AN INVISIBLE LIDMAN Mirror's Edge is a very physical game. Faith climbs, jumps and moves convincingly in a world filled with ledges and obstacles, A 
realistic feel is achieved by making Faith's body a visible and audible part of the experience. The only on-screen HUD is a small dat in the middle of the screen. 


on the other side, the collision is shocking. Barbie to shame. Or one so aggressive that you 
When she holds on in spite of the crash, you —_—_ could just as easily replace her with a man. 
can't help but admire her agility and courage. —_ Faith is beautiful, athletic and exotic, but ina 
No small feat for any game, and even more natural, credible way. The best thing is, however, 
impressive for a title as down-to-earth as 
Mirror's Edge. Most, if not all, of the game's 
tricks are possible in real life, and the parkour 
videos that have inspired the game contain 
even more astounding acrobatics. 

In addition to the daring gameplay, the 
biggest achievement in Mirror's Edge is Faith 
herself, She deserves a huge round of applause 
just for her looks and personality. Having a that Digital Illusions has actually used Faith's 
female heroine in an action game is great, but gender as part of her personality, which in turn 
it's even more pleasant to see aheroine who _ affects the gameplay, For once, a female 
isn't a shame-inducingly disproportionate sex character is more than just a huge rack, 
bomb with huge boobs and a waistline that puts Because Faith is a girl, it's also easier for 


ReStoTeeice , but the agents chasing Faith get close every now and then, Faith 
xd, but she can't afford to get into larger battles. 
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JUMP IN A LAHE, LARA CROFT! 


Runner girl Faith is a modern video game heroine 


Faith, who is in her 20's, comes from a broken family. Her parents died 
in a protest, and as a teenager Faith couldn't cut it doing short-term 
jobs, After getting kicked out onto the streets, Faith found her calling 
inthe freedom and excitement of being a runner. Now her sister, who 
apparently chose the nine-to-five route, has been framed for a crime 
she didn't commit. As Faith runs to the rescue, she is faced with the 
authorities. The contrast to the most famous video game heroine, the 
wealthy, aristocratic, highly educated, unnaturally curvaceous and fire- 
am loving Lara Croft of Tomb Raider fame is astounding. 


CITY. OF DREAMS The metropolis in Mirror's Edge is a futuristic utopia. The air is clean, the architecture modern, and the 
streets are safe, because pick-pockets and drunks don't exist. The ileal city surroundings seem too good to be true, at least if you value privacy and freedom. The world of Mirror's Edge is cold and 
‘cruel to dissidents, Even the slightest provocation will land you in a clean, shiny, designer detention center. 
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male naa let go of the macho attitude’ 
prevalent inaction games. Faith doesn't like 
guns, so she doesn't camry one with her. When 
confronted by armed guards, Faith's first choice 
is always to run. It's not cowardly - it's the best 
way to survive ~ and it fits perfectly with the 
realistic tone of the game. Mirror's Edge shies 
away from the Hollywood blockbuster formula 


that turns female characters into destroyers: 
that are as equally violent as their male counter- 
parts. Faith is not weak by any means - she 
can kick ass — but entering a gunfight is always 
dangerous, A spray of bullets stops her journey 
very fast. She can strip the guards of their guns 
in close combat and shoot the remaining oppo- 
sition, but shooting stil remains a minor part of 
Mirror's Edge. This is also evident in the simpli- 
city and lack of finesse in the shooting mechanics, 


\ 


: 
at least if you compare them to their FPS 


counterparts. After you've emptied the clip, 
you have to throw the gun away, Dragging 
heavy weapons around also slows Faith down 
and restricts her mobility, so ther® are many 
better altamatives to shooting. According to 
Digital llusions, Yeu can play through Mirror's 
Edge without shO@ling a single person, 


FAITHS GENDER IS USED AS A PART OF 
HER PERSONALITY. FOR\ONCE, A FEMALE 
CHARACTER IS MORE THAN JUST A RACH. 


The aforementioned parkour influences 
have been embedded nicely into the controls 
and gameplay, Unlike what most internet 
videos would have you think, parkour is less 
about stunning acrobatics, and more about the 
flow of movement, minimizing the loss of kinetic 
energy and crossing obstacles seemingly 
without effort, Mirror's Edge incorporates this 
ideology through speed. There is no sprint or 
boost button, Faith simply accelerates whenever 


ronments are made even more polished by the use of fresh colors. The 


the surface under her feet is relatively flat and 
the player keeps the left analogue stick tilted 
forward. By choosing the correct path and 
timing, every jump, slide and roll can be 
‘combined into one naturally flowing movement, 
taking Faith over and under obstacles with ease, 
‘Small errors don't always result in instant death 
or getting shot, just a clumsy stumble that forces 
Faith to have to build up her speed again. Often 
the only thing gained from skillful playing is that 
it feels a lot more satisfying than lurching around. 
The visuals of Mirror's Edge are just as fresh 
as it's gameplay. As per today's standards, the 
game utilizes Unreal corre lighting 
routines have been fully revamped to highlight 
primary colors, which are plentiful in the game. 
Aclinically stylish look would be considered a 
welcome change in the era of greenish brown 
shooters, but the design choices are also a 
part of the gameplay. Because maintaining 
‘speed is necessary, or at least recommended, 
finding the correct route has been made easier 
by highlighting selected objects with red, making 
them stand out against the light backgrounds. 
As Faith glides onwards, a box come springboard 
or a pipe destined for climbing might turn red, 
and the player must then come up with the 


gun is easiest when 

disarm an opponent during 

done automatically by pressi 

‘example when the enemy is strikin 
‘gun flashes red when Faith can grab it. 


Mirror's: 


Skate was one of the biggest sleeper hits of 2007, mostly thanks to 
the innovative Flickit control yen that made video game skate- 


boarding fun again. We visite 


Black Box to check out the sequel. 


Platform PLAYSTATION 3/XBOX 360 Developer EA BLACK BOX Publisher EA Genre SPORTS Release Date TBA 


fairly evident what goes on on the 12th 
floor of a Vancouver waterfront skyscrapet 

‘As you step out of the elevator, a huge picture 
of Danny Way (from Skate, naturally) greets you, 
and behind the entrance the first thing you see 
isa wall full of skateboards. The Skate team at 
EA Black Box loves the sport. 

"Skate was to us not only a videogame, but 
also a toy," says producer Jason Delong, "I'm 
glad to say we've just made our toy even better." 

He isn't lying one bit, The revolutionary Flickit 
control scheme of the original game makes a 
comeback, so you'll still be controlling your 


skateboard with the right analog stick. Black 
Box has, however, added a huge number of 
new tricks. Foot and hand plants, finger fips, 
hippie jumps and grind grabs bring the total 
number of tricks to over two hundred. Black 
Box has incorporated the new tricks by evolving 
the original controls. For example, a foot plant 
is done by grabbing onto the board and pressing 
the push button, while a finger fip is a Flickit 
motion while grabbing the board. 

"When we created the controls for the original 
Skate, we wanted to make it logical and expan- 
dable, We already had all these tricks in mind, 


but we ran out of time," DeLong says. 

In addition to new tricks, the player has a 
whole new city to explore, Black Box has come 
up with a plotine running through the first Skate, 
then the Wii game Skate It, all the way to Skate 
2, San Vanelona is met with a series of freak 
disasters, which leaves the town abandoned and 
in pieces. Five years along the road, a company 
galled Mongo Corp decides to rebuild the city 
and names it New San Vanelona. 

New San Vanelona isn't as skater friendly 
as the original city was. There are security guards 
aplenty, and they don't take nicely to skating. 


FLICKIT 
EVOLVED 


The controls of Skate 2 build on the 


groundwork of its predecessor 


Skate 2 bring a lot of new tricks to the table, Grind grabs, 
hippie jumps, foot and hand plants all take their logical 
place in the new ~ or rather evolved ~ control scheme. 
Everything works just like you'd expect it to; hippie jumps 
are done by pressing and releasing both push (or leg) 
buttons, a finger flip is in essence a flip motion while doing 
agrab, and a grind grab is, well, self-explanatory. The 
right bumper button works as a “grab the world” button, 
and it's utilised to pull off hand plants. Different button 
combinations bring out slightly different tricks, so the total 


amount of tricks available rises to over 200. 


“Whenever new things are built, it becomes 
less friendly place for skaters," DeLong states. 
"Of course, Skate 2 is a skating game, so we're 
gonna have more skate parks than in the original 
game, so you have apace to do tricks. But if 
you want to go off-limits, i'l take more skill 
and intuitiveness to get around security.” 


“PM GLAD 70 SAY W 
OUR TOY A WHOLE 10 


‘The atrival of Mongo Corp seems to have 
affected the citizens as well. According to Black 
Box, the mindless wanderers who stumbled in 
your way in Skateare gone, and thé inhabitants 
‘of New San Vanelona are smarter, so they'll try 
to get out of your way if they see you coming. 
‘The congestion of pedestrians also varies 


depending on the area you are skating in. 
Skate 2 will be a more plot-heavy game 
than it's predecessor. Black Box is keeping 
hush on the details, but DeLong hints that itl 
be an essential part of the experience. 
"We wanted to give the player amore inte- 
resting reason to play the game. Unfortunately | 


WE JUST MADE 
i BETTER” 


can't reveal any details, but I'm using the term 
‘epic game! for a reason.” 

‘One of the biggest criticisms Skate had 
was the inability to grab your board and walk 


around. This time around that problem is gone. 


‘You can hop off your board at any time and 
walk around, Getting up a flight of stairs isno 


Jonger a problem. While running around, you can 
also grab onto things and drag them around, 
Benches, trash cans, rails ~ basically anything 
‘that isn't bolted to the ground ~ can be moved. 

"We didn't want the player to wonder what 
he can move around, but rather what he can't,” 
DeLong says. 

Black Box hasn't created a ‘hand of God! 
type editor, so moving things works just asit 
does in real life. Black Box is looking into how 
things will work online, soit might be possible 
for you to'team up with your friends and create 
‘something special. This aspect of the game 
‘was in its early stages, so nothing can be taken 
for granted, but it certainly sounds intriguing 

Moving things around also brings to the 
table another new element: puzzles. According 
to DeLong, this allows Black Box to be less 
prescriptive in the challenges. 

“We could, for example, carrot a player by 


Not revamped, polished, or even 
retouched, but brand spanking new 

After a series of freak disasters at the beginning of Wii 
game Skate It, San Vanelona becomes a barren city left in 
ruins. The skater-inhabited town takes a tum for newfound 
glory when a company called Mongo Corp decides to 
rebuild it. New San Vanelona is bigger and more beautiful 
than the original city, and there are more skate parks for 
tricksters to roam free in. Unfortunately security measures 
around certain parts of town have also increased... 


StnitoO 


This time around skating isn’t on a 
man’s job — long live sexual equality! 

Five years have passed since the original Skate, and a lot 
of things have happened. Maybe your character has loads 
of new clothes, maybe he’s grown a beard - or even 
undergone a sex change operation! Female skaters are a 
part of Skate 2, so gender is no more a limitation. 


SKATING 
INDOOR 


The interior designer of New San 
Vanelona has an eye for skateboarding 


In addition to the streets and skate parks, Skate 2 provides 
players with the opportunity to brush up on their indoors 
skating skills, Fortunately the design of the interiors suits 
the sport beautifully, but should one venture for a spin 
indoors, it's worth noting where the nearest exit is — 
security might not be that far off! 


having a pro stand at a rooftop with no visible 
‘means to get there. You could have 4 ramp 
Nearby that would allow you to get enough 
‘speed to go talk to the pro," DeLong elaborates, 

‘We saw just a sneak peak of San Vanelona 
during our visit, The newly-formed: Waterfront 
had a skate park with loads of bowls, spines 
and rails ~ and a miniature lighthouse = along 
with @ shallow fountain with manual pads, 
placed in the middle. 

Another area we saw was a newly-built 
‘school. | tried to grind a handrail, but my trick 
‘was cut short by metal bars welded onto the 
fail = Someone had capped it! 

"The player's actions will also have conse- 
‘quences this time around," explains DeLong. 
"At the beginning all rails are skateable, If you 
act a fool and attract the wrong type of atten- 
tion, they will get capped." 

Apparently there are ways to uncap the rails 
—88 well as deal with security - but Black Box 


is keeping tight-lipped about these: We also 
‘saw the steep hillside, where a ‘snaky road 
leads through the woods, as well as a beatiful 
Indoor plaza inspired by Madrid and Barcelona, 
This won't be the'only interior space you get to 
explore, although not every building in New 
‘San Vanelona can be entered, 

The original Skate was made to look like a 
skating film, and the low camera angle Caused 
problems for a number of players. While Black 
Box still sees the camera as the perfect 
viewpoint for a skating game, there's also an 
‘optional wider, more traditional camera angle. 

‘One of the most popular features of Skate 
was skate.reel, a service that allowed you to. 
Upload your own film clips and pictures to EA’s 
website, DeLong didn't elaborate too much, 
but this time around skate,ree! should be more 
Versatile, Sadly, EA's not-as-sturdy-as-one- 
would-like website is still used as the host, but 
video madness should be ensured as soon as 


the game is released, 

‘One thing that will make the video making, 
‘as well as the whole game, a lot more 
enjoyable is the improved crash model, The. 
skater doesn't turn into a brainless lob of meat 
anymore, but rather flails in the air before 
hitting the ground in a more Painfully realistic 
manner, Hall of Meat, the injury.walll of fame, 
will make a comeback with a lot more detailed 
injuries. You can now twist an ankle, dislocate 
your shoulder, and of course break bones, 

The original Skate's Playstation 3 version 
‘wasn't Up to par with the 360 version, but this 
time Black Box is paying attention to the parity 
of the two versions. 

“Both versions will be identical, and they will 
run at 60 frames per second,” assures DeLong, 

Whether Skate 2 comes out in time for 
‘Christmas 2008 or in early 2009, the wait is 
going to be an excruciating one. 

-Jyri Paavilainen 
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very year Blizzard Entertainment host 

two big events: Blizzcon, usually held 

in Anaheim, and Worldwide Invita- 
tional, an event more focused on e-sport. At last 
year's Worldwide Invitational in Seoul Blizzard 
announced Starcraft Il. This time around in Paris 
we finally got to see Diablo Ill. The event is, 
however, so much more than these 
announcements. 

This year was the first time the event was 
held in Europe, and for two days the doors were 
open for competitive matches and tour-naments 
in Warcraft Ill, Starcraft and World of Warcraft. 
And let's not forget the all-important dance and 


cosplay competitions. There was a Blizzard 
store where you could pick up a huge 
assortment of Blizzard-related merchandise, and 
the guests also had a chance to get their hands 
on Starcraft Il and the upcoming World of 
Warcraft expansion Wrath of the Lich King. 

The anticipation and atmosphere in the 
Porte de Versailles Exhibition Center was elec 
tric, friendly and very homely. Not surprising, 
when there are 10 000 people in one place who 
share a common appreciation for one of, if not 
the best, game developer in the world. And 
there is definitely no game developer who takes 
better care about their fans. The sheer size of 


Tracts 


BLIZZARD 
Biizzard was founded in 
1901, but was called Si-con 
& Synapses at the time. They 
started out poring games, 
‘but also cree-ted titles such 
18s Rock n' Roll Racing and 
‘The Lost Vikings. Their 
break-through came in 1904 
with the of-ginal Warcraft. 
‘Since then they have gone 
from one succesful game to 
‘the next culminating with 
World of Warcraft that has 


the event - with over 400 Blizzard employees in 
place ~ ensured two very memorable days. 

For many years Blizzard's mantra has been 
“when it's done”, and their dedication to release 
games when they live up to their own high 
standards has been key to building one of the 
biggest and most loyal fan followings ever. And 
it's not just World of Warcraft either, WoW is just 
the culmination of a decade or so of carefully 
designed and beautifully crafted games, 

But Blizzard's philosophy also means you 
have to be patient if you are a fan of their 
games. Starcraft fans had to wait for almost a 
decade until the first news of Starcraft II broke 
last summer. This time the Diablo fans got their 
share, when Blizzard after almost four years of 
development decided to share their vision for 
the third Diablo game. While it certainly wasn't 
surprising that Diablo Ill is on the way, the an- 
nouncement came as bit of a surprise consid- 
ering that neither Starcraft II nor Wrath of the 
Lich King have been released yet. 

The announcement itself is well worth 
describing, as it says a lot about the company. 
The lights were turned down and a lone guitarist 
entered the stage. After the first couple of 


chords, the most hardcore Diablo fans realised 
what was going on, and cheers started to fill the 
auditorium. When those fingers hit the strings, it 
was as if the last eight years of waiting were 
forgotten and all was forgiven. Some people had 
a problem with the color scheme and tone of 
the game, but that is another matter. For me 
personally, it meant that my focus over the next 
couple of days would lie heavily on Diablo III. 
But you have probably already seen all the 
trailers and heard all about it, so | will carry on 
telling you about what else was on show. 
(You've probably seen all the trailers and read all 
about it, but Diablo Ill wasn't the only thing 
showed.) On the first and second floors of the 
exhibition center, Blizzard had lined up hundreds 


——— all 
T'S DARH eA HELL 1S HOT While Diablo I was the main focus for the press, most of the visitors came to leam more about Wrath of the Lich King. 


FACTS 


COSPLAY 

‘One of the highlights of 
the event was the cosplay 
‘competition. Cosplay 
Japenese term for droa- 
sing up as your favorite 
characters from games, 
movies or TV shows. 
There was a lot of ore- 
ativty on display in Paria 
1s fans paraded their 
homemade costumes in 
the shapes of everything 
{rom Night Elves and 
Tauren to Murlocs, 


of computers where you could try out the 
multi-player in Starcraft II or give the Death 
Knight a spin in Azeroth, A special occasion for 
me, as | had stopped playing World of Warcraft 
a while ago. Six months ago, | had made the 
decision not to play World of Warcraft anymore 
as it interfered to much with my life. | simply 
felt | could be doing more “productive” things 
with my time. How silly of me. After trying the 
Death Knight in Paris, it sucked me back in 
and | activated both my accounts as soon as | 
got back home. Now | just need to get a 
second character up to level 70 before Wrath 
of the Lich King arrives, Surely there is nothing 
more productive than that. 

Worldwide Invitational also provides a 
chance for the fans to gain some insight into 
the development and design philosophies of 
Blizzard. There was panel discussions and 
QBA sessions where you are free to ask 
anything about the games. 

Some people might resent Blizzard for all 
their success, but the truth is they have earnt 
every dollar they are making, and the best part 
of it is that they love to share it with their fans. 
At least a couple of times every year. 

_Kim Visnes (Translation: Bengt Lemne) 


OTHLETE HINSS E-sport Is something Bilzzard Is very keen to 
‘support and eventhough some of the athletes may look more 
‘sulted for the shot put than long distance running, it sure 
takes a lot of concentration and focus, not to mention co- 
‘ordination to compete with the best. 
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‘TRUST OUR SCORES 


Every month we let the most knowledgable and experienced 
reviewers take thelr time with a bunch of games in order for 
you to avoid the worst ones. 


) ~~ SOULCALIBUR IV 


Namco Bandai return with the fifth installment in the Soul series. 


Thomas Tanggaard has made his own fighters, whopped Yoda’s 
behind and given it a score. 


GAMEREACTOR SCALE Week old vomit” |Abysmal-/)/Poor Below average Average Decent Good” Very good Great Masterpiece 
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AMEREACTORREVIEWS THE NEWEST GAMES 


SOUL CALIBUR IV 


Sword meets spear, shield and even a lightsabre on the stage of history 


Platform PLAYSTATION 3/XBOX S68 Developer 


SAME OLD CALIBUR 
you have played any of the 
‘eatier chapters in the Soul 
‘saga you will instantly feel at 
home with the gameplay 
‘mechanics. Fluid gameplay, 
‘wonderful animations and a 
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GenreFIGHTING 


f developers should make games for 
| | their own enjoyment or for their fans 

is a question | will leave unanswered, 
but when the news about the Star Wars char- 
acters in Soul Calibut IV made their way out of 
the Namco Bandai offices the com-plaints 
from the fans were loud and violent (well, I'm 
sure one or two things were thrown out of 
windows). When asked about this, Katsutoshi 
Sasaki, one of the developers in charge of the 
game design, said the developers were hardly 
sitting up in their Ivory Tower, but down on the 
floor with the players and that George Lucas’ 
famous characters were simple fan service. 

| have no idea where Sasaki and his 

colleagues are sitting on the floor with any 
Soul Calibur players | know. Fans who take the 
story and setting of the games seriously and 
who have a hard time swallowing Darth Vader, 
Yoda and perhaps even more the secret 
apprentice from The Force Unleashed in the 
fantasy setting of Namco Bandai’s fighting 
saga. The miniscule Yoda who reaches the 
other fighters to the knees, Darth Vader goes 
at it with his severe asthma and the secret 
apprentice is just a blank canvas. Naturally the 
have been beautifully reproduced by the team 
at Namco Bandai and the animation is the 
best any Star Wars character have ever 
enjoyed in a video game, but it just feels 
wrong. Thankfully the rest of the cast saves 
the day. 


Publisher 


Dead or Alive 4/10 
360 
Furious pace and lovely 
irl, We still play it every 
week, 
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POLYGONS TO 
DIE FOR 


The fourth, or fith (depen- 
ding on your point of view) 
cchapter has been perfectly 
visualised and excels with 
splendid display of ele- 
‘gant details. The many 
‘arenas stretch to the hori- 
zon and give the game an 
‘adventurous touch with 
pirste ships, rumbling vol- 
‘canoes and colossal cast- 
les. There is no major di 
ference between the PS3 
‘and Xbox 360 versions. 


Players 2 Tested Version 
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FIND YOUR MATCH There is a wide range of characters to choose from Soul Calibur IV. Something for everyone, and if you 
for some reason cannot find a fighter that caters to your tastes you can create one of your own, 


The introsequence, that for once doesn't 
show off the whole character gallery, is so 
polished that | fear Namco Bandai can never 
improve on it. Soul Calibur is starting to 
resemble French haute couture, with peacock 
feathers, tight uniforms and lace, | fully expect 
Jean Paul Gaultier to dance on to the stage at 
any second, That didn’t happen. 

Soul Calibur IV has a lot in common with its 
predecessors, but it is in sheer quantity it 
excels. Everything is in excess, from about 35 
different playable characters, as well as your 
homemade characters, and more game modes 


than | can count. The character creation is 
nothing new, we saw it in Soul Calibur Ill, but it 
has been expanded a lot since then. It is only 
natural that you can take your own creation 
online, and show it off while you stomp your 
opponent into the arena floor. 

You can customise your creation, 
depending on fighting style and your taste, and 
you will unlock more weapons, costumes, hats 
and accessories as you play through the story 
mode. You will also unlock additional fighters, 
Yoda is there to start with in the Xbox 360 
edition, while Darth Vader is in the PS3 version, 


‘YODA The cute jedi master can be annoying to fight, since your high attacks won't hurt him. But just use the same tactics as you would against your kid 
brother in rea life and you will be fine. 


FAMILIAR GROUNDS 
‘You will recognise the arena below 
it you have played Soul Calibur I 
But that is the exception to the rule 
‘a8 most arenas are brand new 
‘experiences. 


[BREAK THE GUARD Mf you repeat the same attack on an opponent who is guarding 


themselves thelr armor will break after a while. Then you can put their pathetic existence to 


rest with a Soul Crush, 


the secret apprentice, Cervantes, Lizardman 
and a few others have to be bought with the 
coins you receive after winning a fight or by 
accomplishing a certain task. 

There are a few smaller changes in the 
arena as well. Repeated blocks of combi- 
nations will leave your character in a weakened 
state and the opponent can finish you off with a 
Soul Crush move. This puts an end to the de- 
fensive players who creep up in a corner and 
defend themselves while waiting for an ope- 
ning, and it also makes sidestepping an even 
more essential part of your game plan. The 
armor that you wear is more than just for looks 
this time around, if for instance your breast 
plate is shattered you will be more vulnerable 
to attacks in this area, 


CHANGE FOR 
E WORSE? 


‘The arenas are bigger this 
time around and thet ring 
outs often aren't an 
‘option, and this makes the 
‘game & tad bit ifferent to 
play eventhough it is not 
‘exactly an Earth shattering 
change. The same goes 
for the option to change 
character in the middle of 
‘fight. It works fine, but... 


EXCELLENT CHARACTERS Hilde Is fully capable of tuming 
you into an organ doner despite her looks. The same can 
bbe said of Voldo, who is both blind, deaf and apparentely 
‘also mute. However, he has nothing on Yoshimoto who has 
{grown even more Insane this time around. You have to love 
the cast of Soul Calibur, 


Out of the new characters | am most 
fond of a couple of the ladies. Hildegard von 
Krone, a proud female knight who has a long 
reach with her spear, a shiny armor and is 
well balanced. | was also impressed by the 
Persian queen Scheherazade, eventhough | 
think she resembles an Elven git! more than 
anything else, 

If my review of Soul Calibur IV doesn't 
sound like a song of praise of the series or 
the genre so far, it has to do with the fact that 
there isn’t much progress between install- 
ments. Namco Bandai have worked hard on 
sharpening every little detail, and filled the 
game with more content than | have ever 
seen before. Content that will have me play- 
ing Soul Calibur IV for months. I have no 
doubt that anyone who buys this game, 
whether it is on Playstation 3 or Xbox 360 will 
be pleased with it. It is extremely solid and 
fun to play. However, it is not the next great 
leap in the genre that I have been longing for. 
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Lasting appeal 


Sound. 
SOLID, BALANCED = 


eines rt iio toa 
[EI Poor voice acting and embarrasing one liners. 


ECHOCHROME 


Forget all about logic and 
perception of depth 


Platform PSP Developer Sci Publisher 
Release Players | Tested Version. 
PEGI 
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WHERE TO GO? Much tka the best games in the genre 
Echochrome Is easy to understand, but hard to master, 
hen | was a young boy I was given 
a calender with drawings by the 
Dutch artist M.C. Escher and I was 
completely spellbound by his unique 
perception of perspectives. 

In order to play Echochrome you have to 
put all your normal experiences with 
perspectives to the side and start to think 
abstractly, That is the key to mastering the 
game, and if you cannot tid yourself of 
common sense, the game will only be weird. 

When you have managed to overcome 
those issues, the game offers plenty to keep 
you occupied, There are no less than 315 
available puzzles and the ability to create 
new ones with an editor, The goal of every 
level is to reach a number of silhuettes, 
known as echoes. In most cases there are 
several ways to attack the problem, and the 
time limit allows you to take several wrong 
turns. You control the game solely with the 
D-pad or the analogue button as you moved 
the camera around to solve the puzzles. 

The sense of accomplishing something 
when you make bridges out of nothing and 
your brain suddenly has learned to deal with 
the lack of logic is fantastic. It can totally 
absorb you to a point where all of a sudden 
you realise that a couple of hours have past 
while your brain has been negotiating 
puzzles. All of this said the game is far from 
the perfect puzzle experience. Sometimes 
the game doesn't follow its own simple 
rules, and the slow tempo and lack of 
variation are two other concerns. But no 
matter what you have to try this game out, if 
for nothing else than to issue a challenge to 
your brain and give yourself a new 
perspective. 

_Asmus Neergaard 
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Sound ae 
ne | GROUNDBREAKING BRAINTHISTER 


‘true braintwistor, unique graphics, plenty of great puzzles. 
[Ei The simple graphics sometimes hinders your overview. 


‘MINIMALISME Visually functional, but hardly breathtakingly 
beautiful. 
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REVIEWS 


ROCKBAND 


After several delays the European tour has finally kicked off... 


Platform Developer Players |-\| Tested Version. 
GenreMUSIC 
= © 


‘When four people are playing 
‘together the screen may look a 
bit crowded, but the facts thet 
when the music starts you only 
really see your own notes, 
‘speeding down the screen. 


of life 


t 


, 607, 459) 


From a small company 
without any prior experi 
fence in electronio enter 
tainment to one of the 
leading game developers 
in the world. The common 
thread in Harmonix’ rise to 
fame has been music, and 
the only non music game 
they have created is Eye 
Toy: Antigrav. If you want 
to visit the roots of Guitar 
Hero and Rock Band, you 
should look up Frequency 
and Amplitude on 
Playstation 2 


LTP | 
Guitar Hero 3 


While not quite as good, 
Guitar Hero still provides: 
you with a great deal of 
entertainment. 


have a confession to make. | have 
never been in a band. But this 
summer | packed Rock Band down in 
a trunk and brought it along to my summer 
house, and that is the closest | will ever come 
to going on tour with a band. 

After an open call audition with some of my 
friends | had a band. On guitars, two meter long 
‘Anders “Fingers on Fire” Hoy, while Morten “Big 
Beat” Okholm was the natural choice on the 
drums and on the bass none other than yours 
truly, Thomas “Bleachy” Blichfeldt. It came as 
little surprise that the position as singer was 
harder to fill. Many answeted the call, none 
really measured up many singers came and 
went during our summer tour. 

Not only was Rock Band delayed in 
Europe, but the game and the instruments are 
sold separately. While most of the band used 
new equipment our guitarist preferred his old 
Gibson X-Plorer from Guitar Hero Il, That's right 
with the Xbox 360 version, you can use your 
old Guitar Hero axes, which saves both money 
and vital living room space. | use the new 
Fender Stratocaster on the bass, with superior 
quality and a much better size this would have 
been the best virtual guitar ever if it was not for 
the frets. 

The frets are too noisy with their constant 
clicking, and a tad bit too big for the rapid 


abi 


Rock Band contains nine bonus songs in Europe including Rock n’ Fol Star by Oasis, Hysteria by Muse, Monsoon by 


Tokio Hotel and couple of French and German songs. 


transitions, which may mean you will want to 
search for an alternative plastic guitar. From 
the looks of it the drums must be a disappoint- 
ment for any drummer as they don’t look 
anything like a real drumset. The only saving 
grace is the bass drum pedal and the drum- 
sticks. However, there is nothing to complain 
about on a functional side of things, and the 
looks are soon forgotten as the drummer 
enters the zone. Of course, when you consider 
the drumsets that will be available for Guitar 
Hero World Tour, Rock Revolution and the lon 


Audio electric drum kit that can be used with 
Rock Band 2 you realise that this is only the 
beginning. 

Every member of the band, that was aptly 
named Bitchin’, had a previous career with 
Guitar Hero and there were therefore no big 
surprises in Rock Band. The songs were 
unlocked at a rapid pace as we hit our notes 
with our flaming fingers (or drumsticks), and 
the money, points and fans came rolling in fast 
and furious. 

While the songs are played in a simular 


‘When you play Rock Band with three of your fiends the 


‘experience is truly taken to the nest level, When on tour you are given bonuses for convincing solos. 


‘and co-operation. 


manner to Guitar Hero, there is a world of 
difference in the selection and Harmonix really 
lives up to the title of the game. Already at the 
gig the band was playing nosebleed inducing 
versions of songs by the Rolling Stones, Nine 
Inch Nails, and Bon Jovi, It's not made worse 
by the fact that Rock Band uses mostly master 
recordings by the actual bands, and the few 
covers that are in there are very good ones. The 
quialty of sound has also been increased, to 
such an extent that when | went back to Guitar 
Hero it almost felt like the sound had been 
created by the plastic guitar | was using. 

What makes things even better is the 
fantastic music shop, where almost 200 songs 
are readily available for download ranging from 
the completely unknown to moder classics. 
And that is why every good Bitchin’ concert 
was put to rest with the crowd favorite “Joker 


The biggest news in Rock 
Band, compared to Guitar 
Hero, is without a doubt 
the inclusion of drums, 
Buti you think there is @ 
‘smooth transition from 
hitting the frets to hitting 
the drums you are sadly 
mistaken. So if there in @ 
drummer in your circle of 
friends you are well advi- 
‘sed to include him in your 
band, unless you look 
forward to a grueling 
training period. 


While the technical level of the 
‘graphics are nothing to write 
home about, there are plenty of 
detals to look at. You will be 
able to aceressarize your rock 
star, and as we all know looks 
and image are what counts in 
this business, 


{you enjoy rock musi, Rock Band provides you 
with the best soundtrack ever Iti leary evident that 
Harmonix’ new owners MTV have hed a finger in making sure 
all the best songs are available. 


and a Thief” by Wolfmother. All the songs are 
forward compatible with Rock Band 2, which 
erases any doubts you may have about 
purchasing songs for a game that will have a 
sequel out this fall. 

And if you need a simple, straight answer; 
Rock Band is better than Guitar Hero. At least 
for the moment. And eventhough the graphics 
aren't of stellar quality | don't mind as it 
sends the message that this American 
developer cares more about making a great 
music game, than about eye candy noone 
notices while playing. 

There is no doubt that Rock Band only 
truly lives up to its full potential in multiplayer, 
and true rock bliss if found when you have 
three other wannabe rock stars to play with. 
All these objections are minor, and at least 
until the fall Rock Band rules supreme on the 
music scene. For those about to rock, we 
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_Thomas Blichfeldt 
‘Gameplay °/19 Lasting appeal 


Graphics *9) Sound 


Wonderful song line-up, great drums, unbellevable multiplayer 
[Ei Mediocre graphics, the gutar could be better. 


While the Xbox 360 version of Rock Band has been released in Europe, the PS2 and PS3 versions are expected in September. The same 
‘month that the Xbox 360 version of Flock Band 2 goes on sale in the States. 
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SPACE SIEGE 


Human or machine, 
everything must die 


Platform PC Developer: 
Publisher Sch Release 
Players |-\\ Tested Version PEGI 


fter the first few hours | am 
convinced that nothing could make 
Space Siege better. | had already 
written down a score on a piece of paper, 
and was almost certain that Chris Taylor 
had nothing else up his sleeves, but he had 
and two hours before the dramatic ending 
the full scope of the game is finally revealed, 

Chris Taylor, whose latest entries in the 
genre were the Dungeon Siege games, has 
been incredibly brave as he has eliminated 
traditional loot from the equation. Shocking, 
but at least the enemies drop metalls and 
materials that can be used to upgrade my 
weapons, abilities and my robot HR-V. 

The above may not make it sound like 
paradise, but for most of the time Space 
Siege is a trip to hell. The first thing that 
comes to mind is the camera as | am forced 
to pan and adjust the camera while fighting 
of the enemies that lurk around every corner. 
The slow and unresponsive controls is the 
next issue | have and | cannot understand 
why | am not allowed to map my skills to the 
mouse buttons instead of having to use the 
F-keys and numerical keys. An old man like 
myself can sometimes have a hard time to 
remember with one of the ten keys holds my 
poison grenades, 

The many long hours in the beginning of 
the game ate set in boring, almost identical 
environments and it is first in the last few 
hours that there is some much needed 
variety. The same goes for the weapons in 
the game, that only live up to their potential 
towards the end. But going through hell to 
get there just isn’t worth it, and while the 
game gets better towards the end | cannot 
for the world understand why it was 


designed this way. 


Nicolas Elmoe 
Graphies 599 Sound 5) Gameplay 5/8 Lasting appeal 


‘Good physics, interesting upgrade system, the later weapons. 
El Lacks variation, slow pace, poor camera. 


GAMEREACTORREVIEWS THE NEWEST GAMES 


GenreHORROR 


Platform PS3 Developer 


t hits me that Japanese and northern 
| European interior design is like day 
and night when I'm finally able to put 
my fear away. Walls made of paper and sliding 
doors, dinner table and no chairs, no pictures 
on the walls, | am crotching outside one of 
these buildings, seemingly made to make you 
feel vulnerable and hide in the shadows, inside 
there is a man who repeats some words while 
rocking back and forth to a steady rhythm, 


Publisher ©) Release 


DEJA UU Haven't I been here before? There actually only five 
different environments in Blood Curse, with fairy identical 
levels. We soon loose interest in our surroundings.. 


SIREN: BLOOD CURSE 


Download the cursed village of Hanuda on to your hard drive and 
get ready to wet your pants! 


DOWNLOAD YOUR 
WORST NIGHTMARE 
Siren: Blood Curse is not 
nly a very good game, but 
also something of a pio- 
nneer when it comes to epi- 
‘sodic content on gaming 
consoles. The plan is for it 
to span over 12 episodes, 
released at regular intervals 
oon Play-station Network. 
The whole soties of epi- 
odes will also be released 
‘on Blu-Ray in Europe, but it 
willbe inte-resting to see if 
down-loadable episodic 
content can catch on. 
Hopefully this along with 
games like Ratchet & 
Clank: Quest for Booty, 
Wipeout HD and Warhawk 
signal a new trend were we 
‘won't have to wait years for 
new content from our fa- 
vorte Playstation 3 games. 


Players | Tested Version 


PEGI 


He guards a key, | can't see that myself from 
this position, but through the sight jacking ability | 
have seen the key through the man’s own eyes, | 
have also seen the barrel of his shotgun, a sight | 
would rather avoid seeing with my own two eyes, 
‘And personally | don't need it. | hide in the hall, 
turn my light off and wait for my prey. On the strike 
of nine, what was once a human being comes out 
of hiding, and | great it with a blow from an 
acoustic guitar to the back of the head. He is 
down for the moment and | huny to pick up the 
key and be on my way. | know the thing I struck 
will soon be back on its feet again and | don't 
want to be around when that happens. The village 
of Hanuda is cursed, and the villagers are being 
collectively punished. 

Keiichri Toyama, was the director of the 
original Silent Hill for Playstation, has been 
working with the Forbidden Siren series for a 
long time after leaving Konami for Sony. The 
first two games on Playstation 2 had their 
moments, but never caught on with the wider 
survival horror audience. The main concept in 
Forbidden Siren was that you experienced the 
story from the perspective of different 
characters at different points in time. The sight 
jacking ability was also a significant thing as it 


BEAUTY JS IN THE EYE 
OF THE BEHOLDER 

The design of the enemies you 
encounter in Hanuda ie gen 
erally very good. Especially the 
ene-miee that are called 
“shibito”, whove appearance is 
just hon-fying, They always 
‘seem to appear when you least 
want them and have a nasty 
habit of surviving your attacks, 


UNDER PRESSURE There are plenty of weapons in Blood. 
‘Curse and better oppurtunity to use them than previously in 
the series. A more stealthy approach Is necessary every 
now and then. 


allowed you to see the world from the 
perspective of the cursed villagers, 
Unfortunately the memory that lives on with me 
and probably most of the people who tried 
Forbidden Siren is the terrible controls. Despite 
all the nice ideas the game was almost 
unplayable. | felt like a five year old child left 
behind by his parents at a German roadside 
parking place. Powerless and abandoned, and 
left to fend for myself as best I could. 

Siren: Blood Curse does exactly the 
opposite. It is like being picked up in a limo, 
getting the best suite in the hotel and a credit 
card without a limit for expenses. Where | used 
to run around without a clue as what to do 
next, | now have clear mission objectives. 
Where | used to have problem making sense of 
the sight jacking it is now a joy to use, And 
where meeting a shibito meant definite death in 


The leap from Playstation 2 to Playstation 3 has obviously meant a fot for the look of Siren. It is especially appearant in the enemies 
that have benefited tremendously for the increased number of polygons. Because, eventhough they are walking dead, who only now thelr own dally 


‘schedules, they have never seemed more alive, 


the original, | now have an honest chance if | 
am equipped with an axe, a wrench, a pistol 
or any of the variety of weapons one can find 
in the village. The checkpoints are well placed, 
the challenges put your mind to work, and 
there are bear traps and flares to confuse the 
blood thirsty sibito, The enemy design is so 
vile and imaginative, that | am sure both Team 
Silent (if they still exist) and Capcom's 
Resident Evil team are taking notes. 

Despite the fact that things are much 
more accessible and comfortable in the 
remake making your way through the rice 
fields, the church, the hospital and the mines 
is not a walk in the park. The shibito love 
violence, and there are no health packs or 
power-ups in the side alleys. Fighting is now 
an alternative, but deep down this is still very 
much a stealth game. The beauty of this beast 
is that the choice is always yours. You can 
take your hammer to the craniums. The risk of 
ending up at the game over screen is great, 


‘The new sight jacking function allows you to see through the eyes 
of the villagers. It comes in handy every now and then. 


(One of the ideas thet 
made the original For- 
biidden Siren me-morable, 
was the way the faces of 
the actors were filmed 
from different angles and 
put over the polygon 
‘model. The end result 
‘was not very res-lstcly 
looking, but it gave the 
player an un-canny feeling 
about the vilagers, which 
‘was what Toyama wanted 
to achieve. A perfect fit 
for an uncanny game. 


Resident Evil4 


better than any other game. 


but you will also find that for periods Blood 
Curse can be an excellent action game. But 
fighting is not always the way forward. When 
you are playing as Bella, a girl who is about 
seven years old, there is no way to fight the 
enemies, and the weapons are few and far 
between, So in order to survive your trip to 
hell you have to be patient, map out the paths 
of your enemies and sneak your way past 
some of the dangers. 

Thitd time is most definitively the charm 
for the Siren series. The controls are vastely 
improved, even if they still aren't perfect. The 
semi-fixed camera angles can be annoying, 
but it does not bother me too much. Some of 
the uncompromising approach the original had 
has been lost, and while this might upset 
some of the hardcore fans, it leaves me much 
more satisfied. In essence it is like an 
American remake of a Japanese horror movie, 
some might be tured off by it, but | feel we 
are left with the best of both worlds. 


ieee 


Graphics 5 Sound °/79 Gameplay 7/9 Lasting appeal 


Great story and atmosphere, Improved controls. 
Ei Sight jacking is secondary, not challenging enough. 
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GUITAR HERO: 
ON TOUR 


Your DS is now a guitar 


Pati WS Developer UFOS USENS Per 
ACTIMSON PaleeseGLT NOM Player 2 Toled 
Verobn EDA PEGI 

Genre MUSIC 

A 
ras 


THE HANO THAT ROCKS H you are familiar with the series 
‘you wil instantly feel at home with Guitar Hero: On Tour. 


he sweat is pouring down my brow, 
i my eyes are fixated on the small 
screen, and my hands are 
beginning to cramp. The metall is flowing 
out of the speakers, but that annoying sound 
that tells me I have made a mistake comes 
way too often for my liking, 

Guitar Hero has always been about the 
peripheral, the guitar, but there is no guitar 
that comes with Guitar Hero: On Tour. There 
is just a small piece of plastic, that you plug 
into your DS and gives you four frets instead 
of the five we are used to. The manual tells, 
us to stretch out the left arm while playing, 
but I find this almost impossible and every 
time | try it my joints start to complain with 
extended periods of play. 

Despite the discomfort, the main 
problem with On Tour is that you never feel 
lika a rock star, All the attitude and charm of 
the original have been replaced with a safer 
line-up of songs. Most likely the changes 
have been made to cater to a younger 
audience, or more correctly gain the 
approval of the parents of this audience. The 
accuracy when using the four frets and the 
touchscreen also break the illusion of 
stardom. 

Al of this said, On Tour remains an 
impressive reimaging of the Guitar Hero 
concept. It is hard to see what could have 
been done differentely and | am sure they 
will improve on the guitar grip with 
upcoming sequels. The game includes 
career mode, boss fights and the possibility 
of challenging your friends over wi-fi. Guitar 
Hero: On Tour is an ambitious attempt to 
bring over the Guitar Hero franchise to the 
Nintendo DS and while it falls short in many 
of the more important areas it still manages 
to a lot of things right. 

_desper Nielsen 
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ST Sound 6/18 Gameplay 5/16 Lasting appeal “8 


EE ‘guitar grip, all the expected modes. 
[EI Too child-friendly, uncomfortable for longer sessions. 


e THE NEWEST GAMES 


FERRAR CHALLENGE 


The team behind the horrible Pimp My Ride redeem themselves 


Platform PLAYSTATION 3 Developer 
GenreRACING 9. 


Publisher 


ho would have thought? The jokers 
behind The Fast and the Furious and 
the painfully poor Pimp My Ride (2/10 
in Swedish Gamereactor # 44) have managed 
to excel with the difficult task of creating a 
licensed simulator with 52 of Ferrari's most 
celebrated models. | sure didn't, but the lads at 
Eutechnyx proved me wrong and no one is 
happier about that than this Ferrari lover. 

Ferrari Challenge: Trofeo Pirelli slides right 
in between the unforgiving and cruel 
simulation of Simbin's GTR 2 and the more 
forgiving physics of Forza Motorsport 2. It is 
hard and demanding, but it won't make you 
reach for the shotgun. 

It is semi-simulation for those of us who 
are semi-drivers, Just like the Gran Turismo 
series, but what Ferrari Challenge does better 
than Gran Turismo 6: Prologue is the friction 
physics, the simulation of torque as well as 
peak power, 

The cars feel faster and more powerful 
than the two tons of steel we race with in 
Gran Turismo §: Prologue. However, the 
physics in Ferrari Challenge are far from 
perfect as the cars still feel a bit weaker than 
they should, and sometimes almost 
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eed 
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Release: 


ENZO FERRARI 
Ferrari was founded back 
in 1929 by Enzo Ferrari 
and has since then manu- 
factured over 100 different 
sport care. Their factory ie 
located in Mars-nello, aly 
snd the fasted car ever 
put togeth-er by Ferrari is 
(Enzo) FXX with 800 horse 
powers in a oar that only 
‘weighs 1100 kg. In the real 
‘world Ferrari Challenge, 
owners of these beautiful 
care (currently F430) 
compete all over the 
world. 


Gran Turismo &: Prologue 

BA PLAYSTATION 3 

Beautiuly presented semi- 
imuletion racing with great 
ine mode. 


FERRORI, FERRARI, FERRAR! Trofeo Prell inches a massive 52 Ferrari models, and fecls tke @ 
nicely package timeline of all the most important beasts the Italian car manufacturer has produced. 
‘Above is @ F40, one of the most insane sport cars ever created. 


Players |-)5 Tested Version I. PEGI 


understeered, even you don't turn into the 
corner. The main attraction in Ferrari 
Challenge: Trofeo Pirelli is the ambitious and 
long lasting career mode where you are 
thrown into a F430 and given the task of 
winning Trofeo Pirelli on 16 real world licensed 
tracks from around the world. 

‘As you can imagine Ferrari Challenge: 
Trofeo Pirelli is to a Ferrari fan what 
pornography is to any man. Pure viagra in the 
shape of Ferrari cars. It is all about Ferrari and 
the developers have gone all the way with the 
beautiful lines of the Italian stallions, Needless 
to say this game will be worthless to anyone 
who has never heard of Maranello, Enzo or 
Testarossa. 

Apart from the well balanced and 
enjoyable physics Ferrari Challenge: Trofeo 
Pirelli also delivers on the graphical side, Sure, 
it's not up to the high standards of Gran 
Turismo 5: Prologue or Race Driver: Grid, but 
still very easy to look at, sharp, beautiful 
lighting and well crafted car models. There is 
also a decent damage model, but 
unfortunately it is only superficial and has no 
effect on the handling. 

Ferrari Challenge is a nice addition to the 
racing line up on Playstation 3. The handling is 
great, the driving school works well as an 
introduction and the career and online modes 
gives the game some lasting appeal. The only 
things | find lacking is the sense of speed and 
the artificial intelligence of competing drivers. 
Eutechnyx have come far since Pimp My Ride 
and I for one salute them. 

_Petter Hegevall 
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Graphics 799 Sound 5. Gameplay 7 Lasting appeal 
EVERY FERRARI FAN'S! 


‘Great handling, mary models, great graphics, nice entine mode 
i Only one manufacturer, stupid Al 


NINJA 
GAIDEN: 
DRAGON 
SWORD 


Is that a ninja in your pocket? 


Platform 0S Developer TEAM NINJA Publisher TEt 
Release OUT NOW Players 1 Tested Version EUROPEAN 
PEGI IS 


3 Genre ACTION 
—_ 


Vitvekar inte att utndmna Ninja Gaiden Dragon 


Sword til formatete absolut snyggaste spel 
inja Gaiden: Dragon Sword is with- 
N ‘out a doubt the most enojyable 


action game | have experienced on 
Nintendo DS so far. And Team Ninja did not 
make things easy for themselves. Instead of 
porting a slimed down version of the Xbox 
classic they have redone everything from 
scratch and challenged everything we 
thought we knew about portable action 
games. 

To start with you need to turn your DS 
ninety degrees and hold it like a book, as in 
Brain Training. To run around, butcher ene- 
mies and slay enormous bosses are all 
carried out with the touch screen, Where | 
{as the resident Ninja Gaiden nerd) am used 
to rolling around, appearing behind the ene- 
my and perform extensive combos and fine- 
tune my skills, | now find myself having to 
get used to literary rubbing my foes out, The 
complete opposite, but | soon settle in to it 
and the most fun is to be had with the 
wonderful bosses, 

Unfortunately the fun ends a little 
quicker than I would have liked and after 
only 7-8 hours | am finished. The game is 
nowhere near as challenging as the old Xbox 
classic, but | hope this gentler approach will 
help Team Ninja find a wider audience for 
their game. Ninja Gaiden: Dragon Sword 
sets the new standard for portable action 
games. 

_donas Maki 
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Sound 16/18 Gameplay 8/18 Lasting appeal 7/79 
— NINJA, BIG GAME 


[Hl Boautfu, awesome boss fights, great action, sweot music 
Ei Too short, no real challenge 


FACEBREAKER 


The new boxing game from EA is a hard punch to the face. 


Platform Developer 
GenreFIGHTING 
eT 


Part of the team use to work on the abysmal Def Jam: 
‘Surface over substance seems to be their melody. 


had high expectations for 
Facebreaker. It looked as though EA 
had catered perfectly to my tastes 
when it comes to boxing, EA Canada who were 
responsible for the neglected but good 
Knockout Kings were to blend an arcade style 
boxing game with lots of humour. A concept 
with a long and celebrated history in video 
games from Punch-Out, to Ready 2 Rumble and 
Rocky. But somehow somewhere something 


Publisher = Release Players 


con for EA Chicago before they created Facebreaker. 


went terribly wrong... 

The illusion of a masterpiece remain when | 
navigate the menues. They are full of attitude 
and with the wonderful design of the boxers 
and sweet carefully chosen music it starts out 
like a dream. The next few moments continue 
to impress, the simple instructs of the controls, 
the humorous take on the ring girl concept. | 
am all pumped up and ready to go, but as soon 
as the opening bell rings the doubts arrive. Had 


Tested Version 


HH you have access to a 
Playstation Eye or Xbox 
Live Vision camera you 
are able to use pictures of 
yourself or friends and 
family to create your own 
boxers. The picture is 
translated into a carica- 
ture similar to the once in 
the game. The faces of 
your homemade fighters 
willbe deformed in the 
‘same manner as the pre- 
made characters, provi- 
ding a laugh or two when 
you get to punch your 
friend!’ face in, While @ 
nice idea, it does nothing 
to help the hopeless 
gameplay. 


Fight Night Round 3 


‘A much better choice if 
you fancy some face- 
breaking punches. 


08-08 


in the worst possible sense 


PEGI 


‘A feature in Facebreaker is that 
with every heavy punch you land 
to your opponents face it leaves 
‘mark. And towards the end of 
the fights you have to try realy 
hard to recognise the once proud 
pugilists that entered the ring. 


| forgotten to plug in the controller? Then | 
remember there is no wire. Is there an error 
with the disc? No such luck. 

After just a few minutes | am forced to 
face the truth. Facebreaker fails at delievering 
the most basic gameplay, and what we are left 
with is a button masher with no trace of 
finesse. No skill and no tactics required. 
Perhaps this is the EA definition of arcade 
gameplay, but somewhere they missed the 
whole point. The fighters move painstakingly 
slow in contrast to the blistering pace of the 
punches. 

A better definition of arcade controls is 
simple yet deep controls, that make you spend 
quarter after quarter honing your skills. It isn’t 
enough with great design, wonderful 
characters and beautiful presentation. | would 
go as far as saying | love just about everything 
about Facebreaker. That is except for the most 
important thing that EA sadly neglected. 


agen 


Graphics ©79 Sound = Gameplay 2/5. Lasting appeal 


‘Sweet design, great music 
Ei Homribie contro, unbalanced, few boxers 


PU MGAMERERCION ME! 


Rev BETA INTERVIEWS EUENTSIGADGETS 


